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INTRDDUCTIDN 


In contrast to the wide open spaces and incredible freedom 
of movement that make Tomb Raider such an addictive 3D 
game, there are a relatively few number of tactics and tricks > - 
that can serve to keep Lara's health at a comfortable leve' 




Ultimately, Lara^ adventure is more about puzzle-;ic((wg Hi? 
than it is about spilling blood, and an untimely dea®1s-.more ~ 
often the result of a misstep than it is a monster melee.^‘*^ 

The good news is that, just as there's little guess work 
involved in solving the games puzzles, there’s little element of 
chance involved in defeating the variety of traps based on 
LaraS range of movement. 


Get A Move Dn! 


There's one major concept you should notice as you survey 
any area: At the heart of the programming code, the floor 


plan is comprised of perfectly square sections. 


Though objects differ widely in height, the vast majority 
of the things that Lara could conceivably stand upon — floors, 
pillars, ledges — are built out of square sections. More impofi 
tantly, the spaces that Lara must cross by jumping are easw 
recognizable as a certain number of those uniform squar^ 
Now consider that Lara always performs each of liter 
movements in exactly the same way. That is: If she executes a 
certain jump, she'll always land a certain distance away, as 
easily measured by the large congruent squares. 

And not only will Lara travel a predictable distance, tSilt 
she'll rise to a predictable height between take-off and laruj- ' 
ing: A height that depends on the type of jump. 

With these broad concepts in mind, you can see how 
successful navigation is primarily a matter of executing the 
right jump at the right time. 
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BEFORE YOU LEAP 

As the game progresses, Lara is called upon to make increas- 
ingly difficult jumps move through each level, and failure 
often leads to an inglorious demise. 

In order to ensure that l^ra lands where you intend, each 
jump should begin with a'^mple routine of judging the dis- 
tance, and properly situating Lara with regard to her 
surroundings. 

Walk, Don't Run 

As you approach any drop-off in the game, make sure you 
press the Walk key to keep from |alling over the edge. As long 
as the Walk key is depressed, Lara will refuse to venture over 
any upcoming edge. It’s not always obvious when therei an 
edge ahead, so be cautious in each new room or hallway. 

Take a Good Look Around 

Once you've walked to a stop at an edge, press the Look key, 
and take control of the game's camera angle. Survey a 1 80 
degree arc, and also angle the view up and down. You'll find 
that an extreme downward view is most helpful In judging 
jump distances, as you can count the number of square floor 
sections easily. 

JUMP BASICS 

The garnet basic jump parameters are easy enough to test, par- 
ticularly if you takeSt^'^ange in elevation out of the equation. 

Imagine a space made up of three of the games square floor 
seaions: A rectangle three squares long and one square wide. 

if Lara stands at one end of the rectangle and executes a 
standing forward jump, she'll always do it in exactly the same 
way: She'll jump over the middle square of the rectangle and 
land in the far square. 
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Furthermore, where she lands in that third squars'depends 
on where she stood when she jumped: Her potion in the 
landing square — relative to the borders of that sector — ^will 
depend on her position in the take-off square before the jump. 

You'll find that a running jump nets similarly predictable 
results: Instead of clearing one square, however Lara clears two. 

Of course, jumping along a flat surface is good for ex- 
perimenting, but the game requires that youfjump a variety 
of distances and also factor in changes in elevation. 

Jumping Up and Down 

Jumping downward is really just falling in the direaion of a 
target: You still have to supply the right trajectory, but gravity 
will do most of the work. 

Jumping upward, in contrast, usually involves more pre- 
cise timing, and almost invariably you have to jump and then 
grab onto the edge of some distant platform before pulling 
yourself up. 

Stick the Landing 

Whenever you land upon a platform after a leap — without 
having to grab and pull Lara up — It's a good idea to "stick the 
landing" by holding down the Walk key. That'll keep Lara from 
slipping over the side of her landing area. 

Jumping and Grabbing 

Usually, in order to make a gain in elevation, you have to aim 
for the edge of your target platform, not the top. After jump- 
ing, Lara will have to cling to the distant edge before pulling 
herself up. 

Jumping and grabbing is the meat and potatoes of Lara's 
exploration. In every ca^, you'll notice that the maximum 
height that can be gained is a single level of elevation: a height 
relatively equal to Lara's owtl if you're considering a jump of 
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any distance where the gain in elevation is more than Lara's 
own height, you're best advised to think again. 

Once you've decided to make a jump, you have only to 
properly figure the starting location and the specific kind of jump 
that will put Lara in prime position to grab the target ledge. 

Realize that Lara doesn't always have to grab the ledge at 
the very apex of her jump. Sometimes, she can grab on the 
way down. Attempting a jump that sets up a grab on the way 
up, however is a no-no. 

Let's consider some of the more typical jump distances, 
and the kind of jump required for each. 

Standing Jump 

Standing on the very edge 
of a platform, Lara can leap 
across one square and grab 
onto the edge of a platform 
above her head. No run- 
ning is required to reach the 
edge of a platform thatS only 
one square away. 

Running Jump 
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The standard distance The convenienf square sectinns that 
needed to prepare for the comprise most of Lara's world take 
running jump is three steps 
walking backward — the 

-jgtact number of steps it takes to walk backward across one of 
the garnet square sections. To prepare for such a jump, walk to 
the edge of the platform in the direction you intend to 
. Use the Look key to align yourself precisely in the direction 
of the'tar^et ledge, then walk backward three steps. Run 
forward, leap, and grab. In this manner Lara can span a distance 
of two squares and still reach a platform above her head with 
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the grab. She can also span three squares and catch the edge 
of a platform that is on the same level as the one she jumped 
from. In rare instances, a six-step run is required to make some 
incredible leaps: Four squares with no gain in elevation. 

The Backflip 

Though itS not a standard technique for making your way 
across a level, there are a goodly number of times when the 
backflip comes in quite handy. Usually, those times are easy 
to recognize, and they involve immediate'5voidance of” sorn^ 
impending dooifl— you're sliding down a slope towards a pit 
of spikes, for instance. Realize that the apex of the backflip is 
lower than ^forward jump, and backuping effectively pre- 
vents you from grabbing onto a ledge. 

As Long As You're Hanging There... 

Early in the game, jumping) grabbing, and then pulling your- 
self up to the top of a platform becomes fairly routine. As the 
levels get more involved; grabbing onto a ledge takes on 
added significance. 

The Shimmy 

Whiie you're hangin^nstead of pulling yourseif up, you can 
use the lavement arrows to make Lara shimmy along the 
edge of a ledge. There are many times in the game when 
you need to shimmy along a crack in the wall to bypass haz- 
ardous terran, or perhaps reach a secret area. 

Drop and Grab 

In the latter stages of the game, you'll occasionally have to 
hang from a ledge or crack, and then drop to a level below. If 
you simply take your finger off the Grab key for an instant, 
Lara will fall in the grabbing position, ready to latch onto any 
lower ledges fS long as you quickly press and hold the Grab 
key once she's falling). 
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TOMB RAIDER TRAPS 

Aside from selecting the proper movement options to traverse 
each level, you must also deal occasionally with obvious traps. 

In almost all cases, properly timing your response is the key to 
d^feting thg games assortment of obstacles. 

Sloped Surfaces 

The most common type of trap in the game is probably the 
Sloped Surface, designed to send Cara sliding to a quick death. 

Of course, the best way to avoid the trap is simply to move 
around it — usually byjumpingTo some relatively flat surface 
nearby. Once you're sliding, your options are limited. You can 
cling to the edge of the slope once you slide off, but you'll be 
unable to pull yourself up without slipping down again. 

If you're sliding toward -some large open area, where 
thereS no chance of reaching safety with a leap, you're prob- 
ably best advised to hang and drop. The hang will reduce 
the distance you fall, and you can also pump up your health 
before dropping to further increase the odds of suivival. 

If you're sliding toward a relatively small section of haz- 
ardous terrain — a pit of spikes’, for instance— your pest course 
of action is to Jump for it. Jump frbm the very bottom of the 
slope— right before you fall— and realize that if you have the 
good fortune to be sliding forward, yocfmay be able to grab 
onto a distant ledge. 

Axe Trap 

The swinging Axe Trap is another relatively common occur- 
rence in the game, demanding that you run down some 
hallway or through some portal while avoiding a large, pen- 
dulous blade. Realize that by sticking to the extreme left or 
right of a hall or doorway, you can greatly decrease the odds 
of the axe catching up to you. 
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Occasionally, you won't have the luxury of standing and 
timing your run through an Axe Trap: You're required to start 
your approach to the trap from a considerable distance, so 
proper timing is a matter of guess work. 

Opt for symmetry: Move toward the blade as it hangs 
straight down in front of you. In 90 percent of the casei 
distance you have to travel before you reach the the 
time it will take for it to move out of your way. If not, at-lBlSt 
you know exactly where the blade was when you started 
your run the first time — and what direction it was headed. 
That should be enough for you to get the timing right on the 
second attempt. 

ing Boulders 


If there's one thing you'll get tired of in terms of traps, it's the 
infamous Rolling Boulder. Unfortunately, it's not easy to gen- 
eralize a way around Rolling Boulders, since they're used in 
such a variety of ways. 

About half the time, you can get out of the boulder's path 
simply by sidestepping — but that assumes you know it's corr0 
ing. Listen for a distant rumbling, and keep one eye on tf^f 
ceiling when you're exploring caves or mines. 

The next most common means of boulder evasion is 
running in front of it, then ducking through a door or jui 
ing for safety. In those instances, unless you get very lu^ 
you'll probably get pasted once or twice before realizing th& 
proper method of escape. 

Even when you know you're going to get flattened, try 
to delay the inevitable as long as possible and absorb as mi 
information about the trap as you can before absorbing 
punishment. 
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Hazardous Terrain 

Spear Traps are likely to be your first close encounter with 
hazardous terrain, followed by increasing amounts of lava. 
Of course, falling into a nest of spears or a pool of lava Is 
instant death. Don't do it. 

Quite simply: Watch your step. Walk near the edges of 
platforms— don't run — and don't step onto a slope without 
figuring what you intend to do i^ou start sliding toward that 
pit or pool. Carefully survey the immediate vicinity, and you 
should be able to come up with a reasonable combination of 
moves to bypass the terrain. If hot, perhaps the solution lies 
somewhere else in the level. 

Collapsing Floor Sections 

In almost every level, you'll encounter small sections of brittle- 
looking flooring, which collapse under LaraS weight. When 
these are designed to drop you onto some Hazardous Ter- 
rain, defeating them is simple: Walk to the edge of the floor 
section, then walk one step onto it. As it starts to shake and 
collapse, release the Walk key and press the backward arrow 
to take a short hop back. You can now look into the hole and 
decide if you have any business dropping down. 

When you come upon several well-spaced Collapsing 
Floor Sections in a single room, the intent is for you to jump 
from one to the next before they have time to dissolve beneath 
you. That's actually easier than it sounds, since the sections 
are laid out with leapifig quickly in mind. 

Metal Teeth 

Perhaps the most intimidating trap in the game, the clanging 
Metal Teeth that block many a hallway can make short work 
of our heroine unless her timing is precise. Stand in the square 
closest to the trap and watch its movement. Notice that it 
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actually "bites" twice — clang-clang — and then opens up for a 
brief instant before biting down again. If you start running 
toward the trap on the first ciang from about twq steps away, 
the timing should be right, and you'll pass through free and 
clear Make sure your health is maxxed out regardless, and 
Lara will survive even if the trap nibbles her 

THE TOMB RAIDER ARSENAL 

There are only a few weapons at Lara's disposal as she battles 
through Tomb Raider, so finding them all and putting them 
to proper use is essential. In order of appearance, here is the 
arsenal you should collect as you explore. 

Pistols 

Lara begins with her pistols, and you should use them through- 
out the game. At first, of course, you have no other options. 
But even after you pick up the Other weapons, the virtually 
unlimited supply of ammo for the Pistols makes their use inte- 
gral to preserving ammo of other types. Whenever you face 
an enemy that doesn't pose an immediate threat— -you're high 
on a ledge and it's waiting down below — whip out the Pistols 
and, at the very least, soften up the opposition before drop- 
ping down to its level. 

Shotgun 

.The third level of the garn.e, the Lost Valley, Is one veryterge 
/puzzle— with a Tyrannosaurus Rex in the middle and the 
Shotgun as your reward. Once you've collect all three ma- 
chine gears from the various locations around the Lost Valley, 
doubleback to near the beginning of the level and hop across 
the water upstream from the falls. Place the gears in the 
machine, throw the switch, and a large golden floodgate 
opens below. You'll find the Shotgun near a skeleton beside 
the waterway. 
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Use the Shotgun 
against deadly foes in close 
proximity: The blast spreads 
out over distance, decreas- 
ing the weapon's effect. 

Steady your nerves and wait 
for that ape to close the gap, 
and you can usually take 
him out with one shot. If 
not, hop backward while 
Lara refills the chamber, and 
the second round is a guar- 
anteed kill. Only the likes of 
Lions and Giant Bears can withstand more than a couple of 
Shotgun blasts. One last note: Toward the end of the game, 
Natia unleashes a gigantic Atlantean mutant on Lara. Use the 
Shotgun (the creature is so big that you don't have to be 
close to it to get the maximum effect), and you can save all 
those Uzi clips for later. 

The Magnums 

The Magnums show up in the seventh level of the game: 
Colosseum. Laying Lara's hands on them is dangerous, to be 
sure, but the risk Is worth the reward. Besides, if you've got- 
ten pretty comfortable with Lara's jumping capabilities, the 
risk is greatly minimized. 

Toward the end of the level, you'll come into a room 
Withj^veral tall columns, which you can scale sedately to 
reach g^edge on one side of the room. As you climb, you'll 
'hotife a'^iigh ledge — the highest one in the room — ^which 
dead ep&^at the wall. 

Backartoor level, stand facing the first block in the climb- 
ing sequence, and also facing that high ledge — though pf 



Shotgun waits beside the waterway 
near the end of the Lost Valley. 
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course itis out of sight far above you. Step backward until you 
bump into a tall pillar, and you should hear the sealed door 
open: ThereS a pressure pad on the floor near that tall pillar. 

As soon as you leave the 
pad, you'll have only a few 
seconds to reach the door 
above before it seals again, 
so there's no time for a slow 
climb: You'll have tojump for 
it. Jump forward, jump 
right. Jump backward. Jump 
left, and then Jump forward 
to quickly reach the high 
ledge. There's no time to 
position yourself once you 
start leaping, so square up 
before you leave the pres- 
sure pad, and try to hit the center of the platform with your 
first leap. 

The Magnums, have about the same rate of fire as the 
Pistols, but they pack much more of a wallop. Use them when 
you need a quick kilf. For instance: When a large group of 
enemies is threatening to overwhelm you, or a large Atlantean 
mutant is' standing toe-to-toe and slapping Lara senseless. 

The Uzis 

The high-end method of destruction in Tomb Raider, the Uzis 
hide in plain sight near the end of the game in the Sanctuary 
of the Scion. 

As you traverse the cliffs opposite the huge Sphinx, you'll 
come to a switch high on the wall. Throwing it opens a door 
below and also sends a flying Atlantean to try and knock you 
from your perch. Once that threat is dealt with, continue on 
around the cliff face in the direction you were headed. You 
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Stand between the tall pillar an the left and 
the black nn the right tn npen a hidden door 
high abnve. The Hagnums wait inside. 
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have tojump diagonally to continue past the switch, then do a 
running grab and a running jump (stick the landing) to reach a 
srnajf^ogtcropping of walkwayjutting toward the Sphinx. 

Again; You're at the same elevation as that first Iwitch, 
and that walkway should look oddly discontinued as it heads 
off into space. The walkway itself is sloped: As you stand and 
look at the Sphinx, the left-hand side Is higher than the right. 

Move to the extreme left (the high side of the walk) and sur- 
vey the Uzis: They seem to be suspended in space halfway 
between the end of the walkway and the distant Sphinx. 

Claiming the big guns is 
a leap (and grab) of faith: 

Make a running jump, aiming 
ever-so-slightly to the left of the 
Uzis. They actually sit on the 
very edge of an invisible plat- 
form, and if you jump too far 
right... well, it's a long way 
down. Run, jump, and grab. 

For a sickening instant you'll 
think you're going to fall, then 
Lara will grab thin air Pull your- 
self up. When you claim the 
Uzis, you'll have about ten 

seconds to regain the broken walkway before a pair of flying 
Atlanteans knock you from the invisible platform. Make sure you 
orient yourself before actually picking up the guns, with your 
health maxxed out in case you should miss the target, and jump' 
back for the high side of the walkway. 

Use the Uzis when nothing else will do. Their rate of Are and 
damage potential is meant for the toughest foes in the game — 
Atlantean Horsemen and the like — ^and by the time you grab the 
guns you should have plenty of ammo to dispense. 



The Uzis are suspendeil in mid-air. 
halfway between the end of the walkway 
and the giant Sphinx. 
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